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Possible Paths / Strategies

Ilhree Scenarios
Parallel rendering
Remote graphics //servers
\idEeo Senvers




ParallellGraphics

IsslUes

+ N0 need tey moeve data offf machine
- have to keep data on machine

+ [Fast rendering ?

- Not cost effective?

- |[ttle interactivity: (time sharing)

+ alot of research n area

- |Ittle truly; useful research
-[ittleraccess to millions ofi $$$ worth of software

-NE standards




Remote Graphics (Server concept)
ISsUes

+ |ols of current seftware

- Need to move data offf machine

+ cOSt effective hardware?

+ interactive single user,

- data tee large for: interactivity.
+high-endivisualization machines exist

- glraphics sernvers are single user and consele bhased

+Work progressing on distributed graphics




Remote Graphics (many workstations)
ISsles

+ readily available

- teys

+ |ols of current seftware

- need to move data offf machine

+mix ‘N match between high-end / low-end




\Video Servers

Issues

+ current market / driving force

+ immediate utrlity

- need! 12Kx12K panable zeomable movies
- [Imited pick-n-query




Bogus Observations

[Ryou belleve any. of this Its your fault

Parallel graphics will take a lot ofi work - tee much
work

Time-sharing will always kill the interactivity.
NG decent graphics server exists - or will exist
Physicists want //need pick-n-guery

An Amigawoen't help

160 much data terde)anyiiing anywhere at any. time.




Critical Paths (Parallel Graphics)

Stanadaras
Embedded parallel z-buffering (or something better)

within PHIGS, PEX and/or OpenGL
Gleballmemory based frame buffer => contention
Distributed frame buffer == message passing
“PixellPlanes™ architecture type algorithms
Workahle user interface / interactions




Critical Paths (Remote Graphics)

para Compression
Are billions ofi zones needed for the physics, or the
analysis?

Compress data intelligently by a factor of 1000 -
0SSy

Include herrarchical infermation te allowing
interactive browsing and adaptive refinement.

Include structured infermation toe easily select
[egions




Critical Paths (Visualization Server)

Rrenaer te Piximap, or Video: Stream
Departmental class machine accessible from any.

office

Need architecture that allows a path through the
graphics hardware and then out to the network.

Video network pretecols - Xlio like

Viulti=user Based
Time slicing ala IBVI

Multiple: frame. buffers




Critical Paths (Video Servers)
Algorithims

View independence - ala Virtual Museum
Quantifiable (revertable) color mappings
Multi-variable imagery with comprehension

Panning and zeoming Very large compressed
movVies, - alsoe a hardware problem

Intelligent algoerithms te folloew interesting areas -
color mappings, slice planes, contours, etc.

Dualiviewing //movie building - Mac in effice, and
Video projector down the hall.




Conclusions

Help!!!




